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Improvement Point Caost Chart Price List
Normal: Str, Con Ammunition Tools
Difficult: Dex, Cha, Per, Spi, WP 9mm Long (50 rds) 30 Hammer 3
Impossible: Int 9mm Short (50 rds) 20 Ladder, 10' 10
_ 11mm Short (50 rds) 25 Lock picks 20
Level Easy Norm Diff Imp Bazooka Shell 50 Metal spike 1
1 7 9 11 13 Extra cli;:o_ (empty) 5 Nails, 24 3
2 8 10 12 14 Arrf)WS (5) 1 Saw 5
3 8 1 13 15 Clothing ShoYel 5
4 9 12 15 17 Boots 9 Can_:tpmg (?ear _
Cloak 8 Fire starting kit 1
5 10 13 16 19
Gloves 8 Lantern 7
6 10 14 18 21 o
Hat 2 Qil, pint 1
7 11 15 19 23 o =
Pants 5 Pack, hiking 25
8 12 16 21 25 : o
4 18 24 30 Shoes 4 Rope, 10° 1
n 15 20 % 33 Miscellania Tent, two-man 30
21 6 2 29 37 Barrel 15 Torches, five 1
: ] Blanket 5 Trap 7
132 98 25 32 41 ; :
Candles, dozen 1 Wineskin, quart 3
14 20 28 36 46 ST
= First aid kit 20 Cavalry Gear
15523 31 40 51 ; :
Grappling hook 7 Ross, domestic 100
16 26 35 45 57 : ;
: = 7 29 9 51 64 Mirror, small 4 Ross, trained 250
; 18 33 13 57 7 Net 3 Ross, war 500
| & S 2 3 : Quill and Ink 5 Saddle & harness 40
Anaia i et Seroll C 2 Saddleb 5
: 20 42 54 72 91 A Sl R
SfEsEE e sl +12 +15




1" 67%=220"
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48" -54" 80-1401b
5'2"-510" 110-1751b
5} 7!! . f 2}?

717-7'6" 285-3351b
_747-78  315-365b

Red EIf 10T IO 0 10 O
| BrownElf 11 10 10 10 10 10 9 10J8

Dwarf
Gnme

M.Elfing 7 10 12 12 10 10
S.Eifing 6 10 13 12 10 10

Podextrous.... Cowardic Laziness..........c..
Quick Learner-... &
Recognition... Delusions .4 No Pain Tolerance
Status ... .2 Distinctive Looks 2 Overconfidence
- Determination .. .3  Tough... o Drug Addiction ............ Overweight
~ Direction Sense. .3  Winning Appearance “Enemies ........ %

: ' Greedy . .2 Paranoia.
Allergies . Hatred.. - Philia ...
Anorexic. .. 2 Phobia.
Bad Knees... RN B Sadism ...
Bad Temper .. : ' Schizophrenia.........
Battle Rage .... - Illite .3  Sensitive Hearing
Close Personal Tie...........2 iv " Slow.. SEEDE
Compulsive Lia :
Covetous B i 7 Weak Stomach.....




Unarmed Attacks
Brawling~
Martial Arts*
Wrestling~

rossbow Weapons

Lt. Crossbow 3D+1 8 80

Hvy. Crossbow 4D+1 100
Arbalest 6D 120

ongbow Weapons
Fairy Bow 2D
Raven Bow 2D+1
Short Bow 3D

Compound Bow 4D

Long Bow 5D 120

Mace Weapons
Club
Hammer

Mace
Pistol Butt

Sword Weapons "Balanced Weapons oy s :

' Bastard Sword S Throwingl:%xe 3D 5 1 12 &
Throwing Knife Throwing Knife ~ 3D-1 0 1 15
Dagger SR o S SRR :

: Shortsword SR R " SRRty 30

Dart Weapons —
: Flechette 3D-1 1 1 4
Javelin 4D+2 6 1 7 i

Broadsword

HalberdWapon
; Battle Axe
Halberd

Poleaxe

Pike Weapons
Dart 3D
Flechette 3D
Javelin 4D+2

Pike 4D+2

Rifle w/ Bayonet 4D+2

Spear 4D+2

- Morningstar Weapons G 28
Morningstar 4D 4 10 30

20
Leather 35
Splint Mail 2 60
Chain Mail 3 7
Plate Mail 3 2120
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Melee Ace Chart

1
2)
3)
4)
5)

7)

8)
9)
10)
11
12)

13)
14)

15

16)

17)

18)
- 19)

- 20)

Strike opponent’s head: do triple damage

Solid blow: do double damage

Hit major artery: do double hit point damage
Hit nerve center: do double shock point damage

 Solid blow: do an additional die of damage
6)

Solid blow: do an additional die of shock damage
Open wound: target suffers 1 SP loss per CT until
he receives first aid

Hit unprotected area: ignore opponent’s armor
Flurry: roll another attack (opponent may parry)
Break opponent’s right arm

Break opponent’s left arm

Break opponent’s leg: opponent may not stand
until he receives first aid

Injure opponent’s leg: opponent’s MR cut in half
Break opponent’s shield or parrying weapon
Damage opponents shield or parrying weapon:
one die damage to protection or weapon damage
Damage opponent’s armor: 2D damage to
protection

Damage opponent’s armor: the armor loses 1D of
its SP protection

Knockback: move opponent 3 yards in any
direction

Knockback: move opponent 1 yard in desired
direction

Feint: move character up to half MR as opponent
stalls

Missile Ace Chart

1
2)
3)

4)
5)

6)
7)
8)
9)
10)
11)
12)

13)
14)
15)
16)

17)
18)

19)
20)

Strike opponent’s heart: do triple damage

Strike opponent’s head: do triple shock damage
Impale: target suffers 1D every CT until he gets
first aid

Impale: target suffers 1D shock every CT he moves
vigorously (endurance or first aid to fix)

Impale: target suffers 1 SP loss per CT until he
receives first aid

Hit major artery: do double hit point damage

Hit nerve center: do double shock point damage
Solid strike: do double damage

Solid strike: do an additional die of damage

Solid strike: do an additional die of shock damage
Hit unprotected area: ignore opponent’s armor

Hit unprotected area: armor only absorbs at half
value

Clean shots: roll another attack (opponent may
dodge)

Incapacitate opponent’s right arm

Incapacitate opponent’s left arm

Incapacitate opponent’s leg: opponent falls and
may not stand until he receives first aid

Injure opponent’s leg: opponent’s MR cut in half
Damage opponent’s armor: 1D damage to
protection

Knockdown: opponent falls prone

Pressure: move opponent 1 yard in desired
direction

Melee Blunder Chart
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6)
7)
8)
9
10)

11)
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14)

15)

16)

17)
18)
19)

-

Twist ankle: MR cut in half for 3D combat turns
Off balance: next parry at 1/2 skill

Off balance: next attack at 1/2 skill

Stumble: next attack and parry at 1/2 skill

- Trip: you may not move next turn

Fall: you fall prone

Fall: suffer 2D stun (armor doesn’t help)

Fumble: lose next attack as you regain your grip
Fumble: lose next parry as you regain your grip
Bobble: lose next attack and parry as you regain
your grip on your equipment.

Entangled in own straps: -1 to all strength and
dexterity skills, 1 combat turn unengaged to fix
Vision impaired: all skills at 1/2 value until fixed
(two successful dexterity checks to fix)

Drop weapon: 1D yards, random direction

Drop shield: 1 yard, random direction

Damage weapon: subtract 1D from your weapon's

- damage code

Break weapon: weapon is useless
Shield strap breaks: shield is useless
Strike friend: do half normal damage
Strike friend: do normal damage

Strike self: do half normal damage

Missile Blunder Chart

1)
2)
3)
4)
5)
6)
7)
8)

9
10)

11)
12)
13)
14)
15)

16)
17)

18)
19)
20)

Twist ankle: MR cut in half for 3D combat turns
Off balance: next attack at 1/2 skill -

Stumble: next attack at 1/2 skill, no dodge

Trip: you may not move next combat turn

Fall: you fall prone

Fall: suffer 2D stun (armor doesn’t help)

Fumble: lose next attack as you regain your grip
Bobble: lose next attack and dodge as you regain
your grip on your equipment.

Entangled in own straps: -1 to all skills, 1 CT to fix
Vision impaired: all skills at 1/2 value until fixed
(two successful dexterity checks to fix)

Drop ammo: extra ammo scattered within 3 yards
Drop weapon: 1D yards, random direction

Minor jam: roll successful weapon use skill to clear
Major jam: roll three successful skill checks to clear
Weapon damaged: subtract 1D from shooter’s skill
while using this weapon '
Break weapon: weapon is useless ;
Wild shot: hit an object you don’t want to
(gamemaster’s discretion)

Wild shot: hit friend, do half normal damage

Wild shot: hit friend, do normal damage

Injure yourself: one die damage, armor does not
help

 Parry Aces [no die roll needed)
~ Excellent block (w/ shield): the shield absorbs all
damage

Riposte (w/ weapon): roll another attack (opponent

Parry Blunders (no die roll)

Wide Open: opponent gets a free attack (you may
parry) :




Black Pder Farms :
Blunderbus
Harquebus

1/4rds
1/4 rds

Machine Gun Weapons
Automatic Rifle 6D 11
Bipod MG 6D 12
Tripod MG 6D 8 300

Rifle Weapons
Single Shot
Bolt Action
Semiautomatic

Burst Fire

make roll by 0 - 4: one hit
make roll by 5 - 9: two hits
make roll by 10+: three hits

Range Modifiers

Target Range Range

Point Blank 0-2yds

Short 2yd-1/10 range
Medium 1/10-1/4 range -
Long 1/4-1/2range
Extreme 1/2 - full range

note: shotguns get triple range modifiers

Missile Weapons in Melee Cormbat

no point blank bonus (except shotguns +3)
no consecutive fire or aiming bonus

Visibility Modifiers

Cover Bonus Examples
Light Tall grass, dusk, light rain.
Medium Thick-woods, night, snow.

7 Heavy - Brick wall, black cave, \
/ i pas o blizzard. .



